i. 
= DEMAND 
> PRINTING 


TO MAKE - GAMES ™ 
PUZZLES - DIARY 
JOKES & RIDDLES 
ABOUT BRIDGES 
SOUVENIR FUN 
PLUS"? BONUS 


GAME BOARDS 


contents 


FUN TO MAKE BEFORE YOUR TRIP 


Reminder List os 
Carry-All 3 
Portable Desk 3 
FUN WHILE TRAVELING 
Projects To Make And Play 
Spoon Puppets 6 
Castle Puppet House 8 
Paper Plate Scenery 8 
Finger Puppets 9 
Bag Puppets 10 


Dancing Clown Marionette —— 10 


Flying Saucer Bonnet 11 
Martian Sun Visor 11 
Rocket Launch 12 
Blow the Man Down 12 
Tear Fun 13 
Jigsaw Postcard Puzzle 13 
Clip and Pin Art 44 
Chin Puppets 50 
Rocket Control Panel 60 


Hobo Belts 4, 
Hobo Hats 4 
Secret Agent Periscope J 
Games And Puzzles To Play 

Astronaut Golf 16 
State Names Nay 
Backseat Treasure Hunt 20 
State Shapes Ze 
Which Way Did They Go? 27 
Robin Hood 29 
Secret Codes —— 33 
Crossword Puzzles 37 
Logic Games and Riddles 39 
What’s Wrong Here? 42 
My Trip Diary 45 
The Unlucky Fishermen! 53 
“Who Sir, Me Sir?” 54 
City Scramble — 56 
Know Your Bridges 98 


Jimmy Doodle’s Trek Out West 61 


FUN AT HOME WITH SOUVENIRS 


Wastebasket 
Souvenir Box 
Suitcase Diary Cover 
b Lubalin, Inc. 


Cover design by Her 


49 


Road Race ——Back Cover 
Checkers Back Cover 
49 Postcard Tapestry 57 
49 Souvenir Plaque ah 


Sen ty 


2m 


FUN 


FOR KIDS 


Produced by Maco Publishing Co., Inc., 757 Third Ave., New 
iba N. Y. 10017, in cooperation with: 


Editor 
Art Director 
Games and Projects 


Photographers 
Bridge Consultant 


Bridge Photographs 


Joyce Sozen, Ph.D. 
Gerry Welton 
Evie Zwetz, Donna Emsel Schill, Cay Welton, 


Dodi Almcrantz, Joyce Sozen 


William Fillman, Hal Bacon 
C. E. Thunman, Jr., Engineer of Bridees 


State of Illinois 


M. A. Sozen, Professor of Civil Engineering, 
Univ. of Ill., W. L. Gamble, Asst. Professor 
of Civil Engineering, Univ. of IIl., 
Bethlehem Steel Corporation, 

Portland Cement Association 


| Travel fun for kids, published by Maco Publishing Co., Inc., 

757 Third Avenue, New York, N.Y. 10017. © 1966, 1967 by Maco Publishing 
Co., Inc. All rights reserved under International and Pan-American Copyright 
Conventions. Printed in the U.S.A. 


Pack. theée basic materials before 
you leave. Any additional item 
needed is listed with the project 


White paper 

Construction paper, in 
assorted colors 

Snub-nosed scissors 


Paper clips 

Paper fasteners 

Hair pins 

Tracing paper | 

Transparent tape 

String 

Pens or pencils with different 
colors lead or ink 


Crayons 24 coins or buttons for checkers 
Paste and road race 

Glue Ruler 

Safety pins Chalk 


how to use patterns 


| TIPS ON TRACING 


Enlarging: Count the number of squares in both directions that, the 
pattern covers. With a ruler, draw the same number of squares on 

plain paper. Make each square as large as the number given next to 

the pattern, such as 1” or 4”. Looking at the pattern, copy the same 

figure you see in each small square. Draw it to fit each large square. 

Transfer enlarged pattern onto material from which pattern is to be 

cut. ) 3 
Tracing: Place thin paper over pattern. Draw over lines of pattern. 
Transferring Patterns onto Light-Colored Material: Rub lead pencil 
or dark chalk over back of tracing paper. Place tracing paper on top 
of material from which pattern will be cut. Lead or chalk covered 
side should be next to material. Draw over lines of the pattern. Use 
pencil or ink of a different color than you used for tracing. 
Transferring Patterns onto Dark Material: Follow the same steps, 
but rub white chalk on back of tracing paper. 
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portable desk 


CARDBOARD BOX, ABOUT 11” x 11” 
x 18” (BOX SHOULD BE TALL ENOUGH 
TO FIT OVER KNEES EASILY WHEN 
CHILD IS SEATED) * COLD-DRINK CUP ° 
OPTIONAL: FELT OR BLOTTER PAPER °* 
COLORED PAPER * PAINT 


Trim bottom and sides of box as 
shown (A). Cut hole in top to fit 
cold-drink cup. Paint. 


To decorate like the one shown 
here, cut out felt or blotter paper 
to fit top and glue in place. Copy 
and trace pattern onto black or 
colored paper. Make eight of these 
designs. Cut out and glue to corners 
as shown. 


When using, child sits with his feet 


on inside bottom of box. Desk leans 
toward him slightly. 


A POP CONTAINER CARRY-ALL KEEPS 
YOUR MATERIALS NEAT, AND IS EASY 
TO CARRY FROM CAR TO MOTEL! 


A plain container will serve just as 
well, but if you want to decorate it: 
Paint container. Cut narrow strips 
of colored paper, 12” wide. Cut three 
triangles. Arrange paper on side of 
container and glue in place. 


carry-all 
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hobo belts and...) 


MAKE SEVERAL POCKETS. THEN YOU CAN COLLECT AND CARRY DIFFERENT 
THINGS. 


SCRAPS OF STURDY MATERIAL SUCH AS DENIM, DUCK, OLD TOWELING, 
PLASTIC, OR FELT *° HEAVY DUTY THREAD AND NEEDLE (OR USE SEWING 
MACHINE) DIAPER PINS OR LARGE SAFETY PINS 


Pockets can be made any size, but finished pockets should be wider than 
your hand. 6” x 7” and 7” x 8” are handy sizes. 


Each pocket requires two pieces of fabric. Pieces should be the same 
width. However, bottom piece should be 4” to 6” longer than top 
because it is folded over to make a flap. Cut out with pinking shears 
if available. ‘Trim flap to make interesting style. 


Sew top and bottom together with a 2’ seam. Sew back over the 
seam to make it stronger (A). On back of pocket, near top, cut two 
slits, each 142” long (B). If your pockets are wide, you will need to 
make more slits. Work around edges of each slit with button hole 
stitch (C). 

Slip your belt through slits of pockets. Fasten down flaps of pockets 
with diaper or large safety pins. 


KEEP A RECORD OF YOUR TRIP AND ARE FUN TO WEAR. 
AN OLD HAT ° SMALL SOUVENIRS 


If you use a man’s felt hat, you may want to cut it down first as 
shown in the picture. Collect small souvenirs along the way and fasten 
them to your hat with safety pins or glue. By the time you reach 
home, your hat will be covered with interesting reminders of your trip. 
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A 7-OZ. SPAGHETTI BOX ° 2 SMALL 
MIRRORS (ABOUT 2” x 3’) * 
OPTIONAL: 12”” SILVER AND BLUE TAPE 
° BLACK SPRAY PAINT * WOOD-GRAINED 
SELF-ADHESIVE PAPER | 


Remove paper from outside of box. 
Cut one end and remove spaghetti. 
Tape this end closed. At each end 
of box, cut slots the size of the mir- 
rors on both sides. Slots should be 
slanted at 45° angles as shown (A). 
Slide the mirrors into slots..Cut a 
hole %4’’ square at (B) for a peep 
hole. Cut a hole 1%” square at (C). 
Paint and decorate as shown, or 
plan your own design. 


With this periscope, you can look 
out the back window or around 
corners. T’o look over something in 
front of you, place window (C) on 
the opposite side of the box and 
reverse the slant of the mirror at 


that end (D). 


VE ee 


“As the sun rose over Pebble Stone Castle, Sir Kindly set out for 


ing. Little did he know that Horace, the Lonely Dragon, was just climbing over 


the castle wall, looking for a friend.” 
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PLASTIC, WOODEN, OR CARDBOARD 
SPOONS * COLORED PAPER ° 
OPTIONAL: GUMMED CRAFT PAPER FOR 
FACIAL FEATURES. WORKS WELL ON 
PLASTIC 


Trace off patterns onto paper. Cut 
out. Glue facial features to backs 
of spoon bowls (A). Glue decora- 
tions to costumes. Follow the designs 
shown or make your own. Attach 
to spoon handles with tape (B). 


Princess’ Hair: Curl long ends 
around pencil. Curl bangs in op- 
posite direction. Attach to spoon 
bowl with tape (C). 

Knight’s Visor: Tape sides of visor 
about where his ears should be. 
Visor should stand away from spoon 
(D). 

Jester: When gluing jester’s cap 
to spoon bowl, do not glue nose. 
Bend it upwards slightly. His collar 
is a circle of colored paper the size 
of a cup lid, folded and decorated. 


Dragon: Slit and fold tabs on drag- 
on body to form a right angle. Tape 
tabs to back of spoon (E). Ridges 
should remain upright. Fold eyes 
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his day’s knight- 


and glue in place. Curl end of 
tongue (curl around pencil) upward 
and glue to inside of spoon bow! (F). 
Curl lower jaw downward slightly. 
Attach to neck of spoon (G). 


To Stand A Puppet in front of cas- 
tle, decorate a nut cup, invert it, 
and place spoon handle through 
a slit cut in bottom. 


“Hey, everybody! Look what followed me home to the castle.” 


FLAG V3 size 


DECORATE WITH CRAYONS, PAINT, OR COVER WITH CONTACT PAPER. 
CARDBOARD FOOD CARRIER FROM DRIVE-IN ° LARGE AND SMALL COLD-DRINK 
CUPS FOR TURRETS AND ‘TOWERS ° LIDS FROM CUPS FOR TOWER ROOFS 
PLASTIC STRAWS FOR FLAG POLES * COLORED PAPER FOR FLAGS 

~ OPTIONAL: GUMMED STARS AND SEALS FOR DESIGNS ° CONTACT PAPER 


Push out supports of carrier to form doors. Cut out bottom of box 
behind “doors” for puppet entrance (A). Add paper fasteners for door 
knobs. 

To Make A Turret: Cut along seam of large cup. Cut away bottom 
1%4’", Cut a 3” section from side (B). More than half a cup should be 
left. Fold each side inwards 1%” (C). Cut notches 1” deep, 142” wide 
around top edge. Fold down every other tab. Tape or glue the A” 
side flaps to castle wall (D). Repeat for other turret. 

To Make a Tower: Turn a cold-drink cup upside down. For roof, cut 
away 3 of lid. Overlap remainder to form a cone shape and staple or 
tape. Decorate as shown. Cut out flag or pennant shapes from colored 
paper. Decorate with crayon designs or gummed stars. Tape or glue 
to top of straw. | 


, Make holes in bottom of cup and 29 of castle with pencil (E). Insert 
straw. Repeat for other tower. 


paper plate scenery 


PAPER PLATES ° COFFEE STIRRERS OR FLATTENED SODA STRAWS 


Trim plates. Add faces or designs. Fasten stirrers to back. 

Ideas: Make trees to show the different seasons. ‘To show change of 
time within a day, make a Morning Sun, Setting Sun, New Moon, 
or a Blue Moon. Make people, too. Cut away half the rim and decor- 
ate the rest as a hat or hair. 
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inger puppets 

EASY TO MAKE AND SIMPLE TO OPER- 
ATE. THEY ‘CAN WALK AND DANCE 
AND RUN. THEY CAN SIT ON A LEDGE 
AND DANGLE THEIR FEET OVER THE 


SIDE. WHAT ELSE CAN YOU MAKE 
THEM DO? 


Trace patterns onto cardboard or 
heavy paper. Color and cut out. If 
you have fun with these, draw your 
own patterns of characters from 
your favorite book or story. 


“But Mom! All the other elves get to turn people into toads.” 


full size fe) 


She... FF gpeap: Why can’t you play hide 
and seek with a mountain?” 
Fe: “Because it’s always gotta peak!” 
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DRAW HEAD ON BOTTOM OF A BAG. DRAW 
FRONT AND BACK OF BODY ON FLAT SIDES. 
DRAW ARMS IN LONG FOLDS. CUT AROUND 
ARMS ON THREE SIDES. COLOR. 


Operate by moving the folded bottom of 
the bag with your fingers (A). 

For a “talking” puppet, draw the upper 
half of the mouth on the bottom of the 


bag, and the lower half of the mouth on 
the flat side (B). 
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4 SHEETS OF 812” x 12" CONSTRUCTION PAPER * RIBBON — 


Arms, legs, and neck are made with 1” wide strips. For Each Leg: 
Cut 3 strips from a sheet of paper. Overlap and glue ends to form a 
single strip 34’ long (A). Make another 34” strip from different color. 
Glue ends together at right angle (B). Fold strips alternately. When 
you reach the top, trim off one piece and glue its end down to other 
strip (C). For Each Arm: Cut 2 strips from a sheet of paper, overlap 
and glue ends to form a single strip 22’ long. Make another 22” strip 
from different color. Fold in same manner. Make Neck from 2 strips 
of paper 5” long. Glue as shown (D). Make Ruff from 2 strips of 18” 
paper cut 12” wide. 


Design clown body, shoes, and face. Cut out from remaining scraps 
of colored paper. Decorate face. Glue shoes to legs. Fasten parts to- 
ruff around neck (F). 


gether with paper fasteners as shown (E). Glue 
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RIBBON 


“Ten more kick-ups and I earn my letter sweater.” — 


flying saucer 
bonnet 


ALSO SUITABLE FOR CAR TRAVEL 


2 PAPER PLATES * COLORED PIPE 
CLEANERS * COLORED PAPER * PAPER 
CLIPS (ROUND ONES CALLED “NIFTY” 
ARE BEST) * 2 PIECES OF RIBBON, EACH 
18” LONG 


From each of the two paper plates, 
you need to cut % of the rim (A). 

Glue the two pieces together to 
form an oval (B). Attach ribbons 
to underside with paper clips or. 
staples (C). Attach 4” pieces of 
pipe cleaner around outside edge 
with paper clips. Bend ends of pipe 
cleaners into spirals. Make rocket 
and planet shapes from colored 
paper and glue or tape to ends of 
pipe cleaner spirals. 


martian sun visor 


WE FIND IT WORKS ALMOST AS WELL ON EARTH 


1 PAPER PLATE * A 10” PIECE OF - 
ELASTIC * 2 PAPER CUP LIDS ° 2 COF- 
FEE STIRRERS OR STRAWS * COLORED 
PAPER OR CRAYONS 


Trim paper plate to visor shape as, ie PATTERNS 
shown (A). Cut slits to form tabs 
and fold them up at fold line (B). 
Attach elastic to ends with paper 
fasteners (C). Trace patterns for 
eyes and antennae onto colored 
paper. Cut out and glue eyes to 
paper cup lids. Tape each lid to 
a coffee stirrer or a straw which (UD). Tape each cup lid to edge of 
has been flattened. Glue antennae visor so it stands upright. Be sure 
knobs and pupils to top of antennae _‘_to tape both front and back (E). 
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| STRING, 20’’ LONG * PAPER 


Trace jester onto heavy paper and 

cut out. Draw a face on both sides 

and color. Poke small hole in center 
| for string (A). Each player holds an 
end of the string with the jester in 
center. Both players try to blow 
jester away. The one who blows 
him far enough to touch the other 
player’s hand wins the game. 


Ay 


Wi Wi 
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a Save a paper Cup: He Tunch.. At 
3 a cnough © 


aes slit on each | | 


TRY IT NOW AND TAKE IT HOME. FUN TO PLAY AND A PLEASANT REMINDER 


OF YOUR TRIP. 


9” x 12’”’ CARDBOARD ° 5 POSTCARDS 


Glue postcards to cardboard. Place something heavy on top to keep 
them flat while drying. Color or decorate areas between postcards. 
Outline puzzle pieces as shown. Cut out. See how quickly you can 
put the puzzle together. Be sure to keep pieces in an envelope when 


you're not using them. 


Tear an uneven, zigzag shape from 
newspaper. Look at it carefully 
and decide what it resembles. A 
house? A funny face? A creature 
from outer space? Add eyes, nose, 

or r other fot and a es ve or 


SS ri on wake a permanent picture with 
= your eros color them and paste 


long (B). Reach inside roll \ 
your index finger. Work the inside 
layer up until you can grasp it with 
your finger and thumb. Continue — 


Fold half a sheet of newspaper 
lengthwise and roll it into a tube 
(A). Cut three slits at top, each AS 


- pulling upwards (CG). Make a slit 


in the bottom of a large cold-drink 


cup to hold tree (D). To decorate, 
color tree green. Cut out fruit, color, 
and paste or clip to branches. 


BOX BANJO 


TISSUE BOX * RUBBER BANDS 
OPTIONAL: 2 POPSICLE STICKS ° RULER OR PAINT STICK * 18’’ CORD 


Decorate box. Stretch rubber bands lengthwise around box. Use bands 
of different sizes to get varying pitches. For bridge, cut a piece of 
cardboard large enough to reach across the hole in box (A). Bend 
cardboard and slide it under bands. For a fancier banjo, decorate 
popsicle sticks and.ruler or paint stick. Glue box and popsicle sticks 
to paint stick. Tie cord to neck and bottom of banjo. 


yo 


PAPER PLATE CYMBALS For AN INTERESTING RATCHET SOUND 

2 PAPER PLATES WITH FLUTED EDGES * 2 PIECES OF CORD, 9’’ LONG 

In each plate, poke holes about 2” apart. Thread cord through holes 

and knot on top side of plate (B). Decorate. — 
——_ 
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PAPER PLATE MARACAS 

Place 2 small paper plates together like a clam shell. Put some peb- 
bles inside. Glue plates together. Decorate. 

PAPER BAG SHAKER 

Decorate a small paper bag. Add a few pebbles. Tie securely. 
SODA STRAW WHISTLE 

This takes a little patience and praGtlee, but you'll love it once you 
master the technique. | ! 
Pinch one end of straw no more than %4”. Cut off 4” at — corner 
of pinched end (C). To play, hold straw in mouth gently, just beyond 
the pinched portion, and blow. If you don’t succeed at first, keep 
trying. You can get higher sounds by cutting off the bottom of your 
straw and making it shorter. Make several different lengths. Once 
you master your instrument, try blowing on several straws at once. 


C 


MUSICAL COMB To PROVIDE THE MELODY FOR YOUR BAND 
Place a piece of paper over a comb. Hum your favorite tune. 
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state names — mp 
and what they mean 


“MANY OF OUR STATE NAMES COME FROM INDIAN WORDS. OTHERS HAVE 


i“ \ (“Penns 
: ti. \_weedland, 


ener 


ENGLISH, FRENCH, OR SPANISH ORIGINS. SEE HOW MANY OF THE NAMES AND 
THEIR MEANINGS YOU CAN MATCH. THEN TEST MOM AND DAD! 


1. FLAT WATER UTAH 
2. LAND OF TOMORROW PENNSYLVANIA 
3. SKY BLUE WATER DELAWARE 
4. SUPERIOR MEN COLORADO 
5. FRIENDS MINNESOTA 
: 6. MUDDY WATER _INDIANA 
7. PEOPLE OF THE MOUNTAINS NEBRASKA 
8. RED 7 MAINE 
_ 9. NAMED AFTER LORD DE LA WARR. LOUISIANA 
10. FEAST OF FLOWERS TEXAS 
11. LAND OF INDIANS NEVADA 
12. NAMED IN HONOR OF GEORGE II OF ENGLAND KENTUCKY 
13. GREEN MOUNTAIN KANSAS 
| 14. NAMED FOR LOUIS XIV OF FRANCE ILLINOIS 
15. SNOWCLAD VERMONT 
16. GREAT COUNTRY ALASKA 
17. NAMED FOR THE FRENCH PROVINCE OF MAYNE GEORGIA 
18. ALLIES MISSOURI 
| 19. PENN’s WOODLAND MICHIGAN 
20. PEOPLE OF THE SOUTH WIND MISSISSIPPI 
21. SUN UP FLORIDA 
| 22. FATHER OF WATERS IDAHO 
23. LITTLE SPRING DAKOTA 
| 24. GREAT LAKE ARIZONA 
| 25. MOUNTAINS AND VALLEYS ALTERNATING WYOMING _ 
| -BUIWOAM “GZ  IddississiI “ZZ  UOWIaA “ET Sexa| ‘G PJOSEUUIIN “¢ 
| BUOZY “EZ —«URBIYDI “ye —«-SIOUNJI] “p ~—=—ueIsino7 “fT 0pe10j0) ° 
e10yeq ‘eT LINOSSIIN “9 sesuey “Z QuieW */] QIEME|9Q *6 
ouep] “1Z 191005 “ZT  Ayonjuey 7 eyseuqeay [  elueAjASUUedg “6] 
| Bpudol{ ‘OT eysely 9T BpPAeN| “GT BUPIDU| “TT Yer “L 
SUSMSNY 


- 2 


backseat treasure hunt 


Try to find the MYSTERY FLOWER! Just follow these clues! 
Start from where you are, the part of the car on which you sit, and 
that, of course, is called a _ _ _ _. | 


peeees fleet Seat 


Sete ad Pn TAM) 


If you get hungry, just 
—S from #1 and_ _ _. 


aaa 


were 


ewe 


Or, you might go to a park. But 
be careful if you do, or you will 
find the last 3 letters of #3 in your 


food, an _ _ _. 
4 


a aera 


“=e 


Worse yet, you might spread your 
cloth on its house, called a _ _ — _. 
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neat on great, 


“While We go oaneee girls 
And don’t eat too much, and boys, if you laugh é’ 
or you'll -H from #5 : 


and become _ — _. first 4 letters of #7 and 


This is the abbreviation pe SOmneO NE moe Unt | 


for the place we'll search 
next, the state of 


>) 


Now we have nearly | 
reached the end. When «ys, 
we round the bend, #6 at - 
well be very close. — I ie 
from #8 and you'll 
smell it with your 


Just — N from #9, then 
+R, and you’ve found 
it right here in the car! 
The flower we’re seek- 
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which way = 3 
did they go? 


Zippy and his friends are lost! In 
each picture there are several paths 
they can follow. But only one 1s 
correct. Help them find the right 


paths and shade them in with a 
pencil so they won’t get lost again. 
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forest 


Robin Hood and thé , 

in Sherwood Forest.<Ox® play. 3 Sbin Hood ar 1a “ em, , 
Sheriff of Nottingharit. Bae 3 6 2) Sndettfiffise 
(L), in his Territory without"the other plier < seeing ona Then ok 
tries to discover and capture the other’s Men and Leader. Robin Hood 
calls out the numbers for three squares, such as 3B, 6D, and 6B, and 
marks them on his Control board. The Sheriff marks the squares on 
his Territory and must tell Robin Hood whether he captured anyone. 
The Sheriff then takes his turn. Game continues until one player has 


captured all the other’s Men or has captured the Leader, himself. 
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Robin Hood’s Territory 


Control Board 
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Sheriff's Territory 


Control Board 


Robin Hood's Territory 
em Soe. 
| te ee 
Seen ees. 
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Sheriff's. Territory 


A Bt Dee FCC 4 oer 


Zippy thinks it’s fun to send pic- 
tures and messages to his friends in 
code. To find out what’s hidden 
here, connect the numbers. Start at 
#1, draw a line from it to #2, and 
continue until you have reached 
the last number. After decoding it, 
color the picture. — 
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On these two pages, instead of num- 
bers the dots have letters to spell 
an animal’s name. Begin where the 
arrow points. When you finish spell- 
ing the animal’s name, you’ll have 
a nice picture of him to color. 
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crossword puzzles 


Answers At Bottom Of Page 


A ACROSS AND DOWN 


1. A mouse catcher. 
- 2. Past tense of eat. 
3.'Ten X this number equals 100. 


3 ACROSS AND DOWN 


1. Opposite of bottom. 

2. A number smaller than two. 

3. A tame animal, fish, or bird 
which you probably keep in the 
house. 


_(| Across AND DOWN 


1. Journey. 

2. If you don’t walk, you probably 
will 

3. To be doing nothing. 

4. What a baby chick says. 


NOW TRY THESE! 


DOWN 


1. A kind of meat we eat. 


2. A noise some people make when 


sleeping. 

3. The period of time for which an 
official is elected to hold office. 

4. Intention. 

5. If something — off a steady, 
even light, it 

7. Island. 


9. To apprehend a criminal. 
ACROSS 


2. A platform on which actors per- 
form. | 
6. A boy’s name. 
8. Huge. 
10. A piece of land where crops or 
animals are raised. 
11. Hamlet said “lo —_ or not to 


Tene 


12. To look at; perceive. 


tl & 
| ENKEI 
IS;NLO]WIaTOUN] 2. 
OH HOD . 
EIDMES EI 


DOWN 
1. Pepper can make you 
2. Repaired (as in sewing). 
3. A small, monkey-like animal 
with large eyes and soft fur. 
4. The amount that leaks in or out. 
5. Next to. 
8. Abbreviation for a type of nurse. 
. Opposite of early. | 
. Used to shoot an arrow. 
. Abbreviation for the chemical 
element erbium. 


ACROSS 


1. Opposite of large. 

. A direction. 

. Spooky. | 

.One of the men in a minstrel 
show who tells: jokes. 

. Short form of a boy’s name. 

. Abbrev. for United Kingdom. 

_A striped animal, similar to a 
horse. 

. Former name of Tokyo. 

. Lo procure. 

. In or at a certain Te 
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logic games and riddles 


Answers on p. 40 


1. The Clever Farmer 

A farmer had to row a hen, a bag of corn, and a fox across the river, 
but only had room in his boat to take one across at a time. If he left 
the hen with the corn, she would eat the corn. If he left the fox with 
the hen, the fox would eat the hen. How did he get them all across 
safely? 


2. How can you arrange six toothpicks or long nails so each is touch- 
ing all the others? 


3. What did the ocean say when it left? 

4. What gets smaller as it increases in number? 
5. Why 1s a potato like a champion? | 

6. For Art’s Sake 

A man looking at a portrait said, “Brothers and sisters I have none, 
yet this man’s father was my father’s son.” At whose picture was he 
looking? 
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7. The Road to Tulsa | | 

As I was driving to Tulsa, I met 3 trucks loaded with cars. The first | 
truck carried six cars. The second carried twice as many as the first. 
‘The third carried half the number of the first two trucks combined. 
How many vehicles went to Tulsa? | 
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8. Why is a pair of shoes like the loser of a tennis match? 
9. Which letter of the alphabet is found most in different kinds of 
flowers? 


\ 


ANSWERS 


1. Famer took hen across. He went back, picked up bag of corn and 
rowed it across. Then he put hen into boat again and took her back 
to the original side. He left the hen there, picked up the fox and took 
it across. Then he went back and got the hen. 


. Nothing. It just waved. 

. A fraction. 

. It can’t be beet. 

. His own. . 

. One. Your own. You met the trucks, so they were going away from 
Tulsa, not to it. | 

8. They both bear defeat. 

9. Bee. 


~I & O' #& OO 
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10. A Circus Story 

Two bear trainers from a circus were stranded with their three trained 
bears on one side of a deep gulch (A) and had to get them across to 
the town on the other side (B). They hired a plane and pilot to help 
them but the plane would only seat three at a time. If they left one 
man with two or three bears, the bears would eat him. If they left one — 
bear by himself, he would run away. How did all of them get across? 


14. When is a nail like a car? 


ANSWERS 


10. All three men fly across to B. One gets out, the other two return 
to A. They pick up-one bear and take him to B. The two men go 
back to A. One man gets out. Pilot takes second bear to side B. He 
leaves the bear, picks up the man left on that side and they return to 
A. They pick up the third bear, take him to B. Then they return to 
A and pick up the man left there. 

11. Because they both have beams. 

12. Navy beans. © 

13. They both give pecks 

14. When it’s being driven through wood. 
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what's wrong 


here? 


In each picture, there are several things wrong or unsuitable. For 
example, in the first picture the horse has a pig’s tail. How many 
things can you discover? Answers are at the bottom of each page. 
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clip and pin art 


Arrange paper clips and. hair pins 
on plain paper to make funny faces, 
figures, and animals. You may have 


to bend some of the clips and pins 


to make your designs. Trace and 
color. 
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fun with souvenirs 


WASTEBASKET 


A WASTEBASKET OR LARGE EMPTY CONTAINER * PHOTOS FROM VACATION 
BLACK AND BLUE SPRAY PAINT * PAINT OR PAPER TO DECORATE 
OPTIONAL: 16” PIECE OF GOLD CORD 

Turn container upside down and spray entire container black. Spray 
blue lightly over top area of container (A). Set upright when dry. 
About 2” to 4” from bottom of can, glue on gold cord to form rail- 
road tracks, or paint tracks. Trim pictures to make train cars and 
arrange on tracks. Paint on wheels, roofs, smoke, etc., or cut them 
from paper and glue in place. 


SOUVENIR BOX 

A CIGAR BOX * A KNOB * LETTERS CUT FROM MAGAZINE °* PAINT 

Paint box and knob black. Find interesting assortment of letters with 
which to spell “Souvenirs.” Arrange carefully and glue in place. Paint 


stem and grass designs. Paint design on knob if you wish. Glue knob 
on top for handle. 


SUITCASE DIARY COVER 


A SHIRTBOARD OR PIECE OF CARDBOARD 8” x 12”. * 2 SHOELACES, 27”’’ LONG 
A SOUVENIR DECAL 


Fold cardboard in half. Punch holes as shown (B). Paint and glue cn - 


decal. Punch holes in diary pages (plus extra pages for photographs, 
if you like). Attach to cover with shoelaces (C). Tie as shown. 
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hin puppets 
TONS OF FUN! SEE WHAT A FUNNY FACE YOU CAN BE UPSIDE DOWN! 


EYEBROW PENCIL * ROUGE OR LIPSTICK * PAPER BAG LARGE ENOUGH TO 
FIT OVER YOUR HEAD * SMALL MIRROR 


Draw face on your chin and mouth. Cover rest of head with a bag. 
Punch small peep holes in it so you can see yourself. Wrinkle your 


chin, stick out your tongue, puff out your cheeks. Make the funniest 
faces you ‘can. 


If there are two or more of you playing, face each other upside down 
as shown. ‘Talk to each other. Put on a play! 
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Nice catch. 
Add 10 points. 


+2 3 


Add 2 points. 


. “A nice M fet . 
Add 10 points. 


Share fortune. 
Give each player 2. 


Good eating. 
Add 5 points. 


ielciene orn | 
Add 10 points. 


Congratulations! AY 
10 |b. Croaker. Add 
‘10 points. 


“poor navi feat On, oF 
count to 60 by 3s. 
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y, untucky 
2 fishermen! ’ 


Cut out fish cards and place face down. 


Each player has 10 points when game begins. In turn, fishermen pick 
up cards and follow their directions: add or subtract points, pay for- 
feits, or whatever the cards direct. Game continues until all fish are 
caught. If there are three players, two of them will have to follow 
directions on the last card to make game even. 


Turn cards over and play again. The player with the Mee score 
at the end of two rounds is the winner. 
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The names of 30 cities in the United States are scrambled on this 
page. How many can you write correctly? If several play, set a time 
limit, such as 15 minutes. See who can unscramble the most names: 
within that time limit. 


1, Ostnob... ss C«éi' 6, AA AM 
2. Jaltaani. - = __* s) =—« NY, Clapicho 
3. Innmepaosil ______________ 18. Sol Eelsgna 
4. Kughbspitt__...._......_s—s«T9.. ‘Verned 
5. Nohloluu —_—SS—~—=2D7". TTrtde1 
6. Limkeewau____——CSsCS—CS<— 2d? Ans: Cisco 
7. Taminicnic —-_ ECC 22, La btemoorrt 
8. Devellanc__SCSsCSssC—SC—Sé 377. T's. Sc 
9. Ooetld 24. Hoepnix 
MO PRG oe Oe NETO 
Li; Potake.. ~~ 2 Bale 
12. Kaneops _____S—S—SCSCSCSCS< '«s): Hi spemm 
Lo. oivithelow 2 bie 
14. Silopanaidni__.|.______ 29. Leasett 
15. Ladsal._. CD SE Sento 
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POSTCARD TAPESTRY 

FELT OR HEAVY COLORED PAPER, 124” x 14” © 5 POSTCARDS ° IRON-ON 
TAPE * GOLD CORD 

Cut out four pieces of felt or paper, each 442” x 614”, and one piece 
9” x 614” (A). Fasten together on back side with iron-on tape (B). 
Glue down postcards. Punch or poke holes as shown. Starting at top, 
thread cord down through holes on each side. (C). Leave loop at top 
for hanging. Tie ends at bottom (D). 
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SOUVENIR PLAQUE ) 
METAL CAN LID * WHITE OR COLORED PLASTER-OF-PARIS * GUMMED WALL 
HANGER °* SOUVENIRS ‘ot 

Plan your design. Arrange souvenirs until design pleases you. Fill lid 


73 full with plaster-of-Paris. Press souvenirs firmly into plaster. When | 
dry, add hanger to back (E).. ; | 
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As you travel, you will pass over and under bridges. Six major types 


are described and shown here to help: you identify the many bridges 


you will see. 


your bridges 


The SUSPENSION BRIDGE Is generally used 
where the distance to be crossed is very 
long. Strong steel cables are strung in 
» an arc between the towers. The roadway 
is suspended from the steel cables by 
| vertical hangers. A horizontal steel truss 
is usually used to stiffen the roadway so 
it remains level in windstorms or when 
Mm the traffic load is uneven. Shown here 
” is the famous Golden Gate Bridge in 
San Francisco. The distance between the towers is 4200’, about four- 
fifths of a mile. | 


The BEAM BRIDGE is used where the dis- 
tance to be spanned is about 50’, as in 
the case of one highway crossing an- 
other. The steel beam bridge shown 
et carries a highway over a stream in 
"= Cumberland County, Pennsylvania. The 
» roadway is supported by: several beams 
placed side by side. The beams may 
also be made of concrete with bars of 
steel inside to reinforce them. 


«: The simpLe TRUuss bridge is used to carry 
highways or railroads over distances of 
~ about 100’ or more between the sup- 
_. ports. This picture shows a highway 
bridge crossing the Sangamon River in 
@e| Illinois. If the roadway goes. through the 
‘= truss, as in the bridge shown, it is called 
| a “through truss.” Sometimes the truss 
‘ below oe roadway and is called a 
“deck truss.’ 
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The ARCH BRIDGE may be thought of as 
an upside-down suspension bridge. Rob- Bi 
ert Hooke, a 17th century engineer, de- i 
scribed this relationship by saying “... | 
as hangs the rope, so stands the arch.” § 
The important part of the bridge is the & 
bow-shaped concrete arch. Slender ver- & 
tical columns of concrete resting on the 
arch support the roadway. This beauti- § 
ful bridge carries Route 1 over Bixby 
Creek near Monterey, California. The distance between ie ends of 
the arch is 330’. 


The PLATE GIRDER BRIDGE is similar to 
the beam bridge. However, the plate | 
girder is deeper. While a beam is made 
of one piece, a plate girder is built from & 
several thin steel plates riveted or weld- | 
ed together. A girder is a big beam. The 
vertical pieces of steel seen are called Fem 
stiffeners. They prevent the thin steel #7. 
plate from crumpling. The bridge in the Fa = Se | 
picture carries the tracks of the New. °° ———<i< CO | 
York Central over Interstate Route 57. 


The CANTILEVER TRUSS can be told from 
a simple truss by its increased height 
over the supports. This “through canti- | 
lever truss” crosses the Illinois River 

near Ottawa, Illinois. Steel bridges need 
to be painted frequently to prevent rust- 
ing. The picture was taken while the 
bridge was being repainted. Cantilever 
truss bridges and continuous truss 
bridges, which are hard to tell apart, 
are used where the distance between the 
supports is several hundred feet. 
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FOOD AND DRINK CARRIER 
FROM DRIVE-IN * HOT-DRINK 
CUP AND 2 LIDS * 2 PLASTIC 
STRAWS * 2 LARGE PAPER 
FASTENERS AND 2 SMALL 
ONES * COLORED PAPER 
PAPER PLATE 

OPTIONAL: MAGAZINE PIC- 
TURE OF WORLD * GUMMED 
LETTERS AND NUMBERS 


rocket control panel 


Cut rim off a paper plate (A). Color or paint cardboard carrier, cup, 
and plate rim. Attach plate rim to back of carrier with tape (B). Draw 
numbers on rim (or use gummed ones) and attach paper clips. Draw 
picture of world on back of flight control board or glue on picture 
from magazine. 


To make Steering Wheel, cut out pie-shaped wedges from a hot-drink 
cup lid. Attach to panel by pushing a large paper fastener through 
center of lid and through carrier. Spread ends of fastener at back of 
carrier (C). Keep it loose enough so lid will turn. 


To make Radio Control, poke a paper fastener through center of hot- 
drink cup lid. Turn lid over and place face down on top of cup (D). 
Ends of paper fastener are the dial pointer. Paint letters on lid to 
represent Earth, Mars, Moon, and Venus (or use gummed letters). 
Paint black dots on bottom of cup to represent microphone. 


Cut Labels from colored paper. Add letters and numbers with pen. 
Use these terms or make up your own. Glue or tape to carrier. 


‘To make Velocity Indicator, cut arrow shape from paper. Glue 
to piece of straw about 2%” long. Attach bottom of straw to carrier 
with paper fastener. 


Retro-Rocket indicator is made by taping two short pieces of straw, 
about 114” each, to a long piece, about 4%’. Attach other end of 


straw to carrier with a paper fastener poked through flight control 
board (E). 
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immy doodle’s trek 
out west — 


Here is a story that’s different every time you read it! 
y : y time y 


Cut out slips on back of this page and place them face down. One 
player reads the story aloud, pausing at the blanks. The reader and 
other players take turns drawing slips and reading them into the blanks. 


Be sure to put the slips in an envelope when you finish playing so 
you can try this later with your friends at home. 
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road race and checkers — 


Use coins or buttons for Race Cars and Check. re Checkers, cach ee 8 


player mecds twelve. ROAD RACE TRACK ON BACK COVER. 


TO PLAY RoaD RACE: Decide how many laps race will ie Star aS 

Mowe counter-clockwise around track. In turn, each player closes his 
eyes and points to checkered flag. The number on which his finger 
lands is the number of spaces he moves. If he misses the numerals he 
misses his turn. If a player lands on a \ white circle, he must get a two 
or higher before he can continue the race. Blow Out, Spin Out, and 
Pit Stop are obstacles. A player landin; the space just ahead of 


such an area loses a turn. If he is also on a white circle, he must 
follow that rule as well as os a turn. » First car to reach Finish after 
completing all the laps wins. — . | 


